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Pamphlet 11 


CHARGEN: SKORR 


Character Generation Extracts 
for easy sharing and minimal printing. 


Get yourself a pencil, eraser, ten-sided dice, 
a character sheet and flip to the next page. 


Personal 
Details 
and Notes 


Operational 
Commands 


Skorr Qitizen NANE 


CAREER 
TITLE 


POSITION 


sa 


PERCEPTION 
[ouascoouy/2 tivr+Lucy/2 finrscoo1y/2 feno NTE = 
nd down ound down 


Administration .. Gamblin e Shuttle Sys Tech s.es 
Geology oiai Skorr History... 7 
History : Skorr Law 
, Sm Equip Tech 
Instruction pees Sports 
Lang Galacta__. 


Attribute 
Ratings 


Appraisal 


Archaeo. 

ST Comm Proc 
Law. > ST Comm Tech. 
ST Engineering. 


Art 


Astron/Astrophys........ Leadership. mesine 
Biogenetic Proc............ Life Support Tech........ ST Navigation 
Biogenetic Tech.. ai Materials Science ST Sensors. 
i Mechanics i 
Medicine 


Be Meteorology.............: : 
Computer OPs: ccecseesssse Negot/Diplomacy........ 


Computer Tech............ Oceanography ............ Track/Evade oan 
Culture Philosoph Trade & Comm z z 
Ses a ee ———<<<<$<—<<—— Skills List 
Damage Ctrl Proc......... hysiest Wee ttre: ee 
Def Shield Tech Psych =. Variable-GOp........0:....:0:5 
ae a, Vehicle Op 
Scrounge poo SS 
Seduction Warp Drive Tech............. 


ZOGIOGY: ERE TET 


Consult Pamphlet 01 Backgrounds for Medals, Starship Assignment, Home 
Planet, Lifepath, Time/ Money Continuum, Etc. 


Consult Pamphlet 13: Concordance for Attribute, Skill and Species Descriptors. 


Consult Supplement 10: Character Sheets & Supplement 13: Adversary Sheets 
for more variants. 


Book 3: Memory Bank Alpha & Book 5: Memory Bank Omega contain more 
societal details for the Federation, Klingons, Romulans, Orions and Gorn. 


Supplements 17 - 21 cover the Starfleet Intelligence Manuals and histories. 


Skorr Citizen 


NAME 


Local 
Continental CAREER 
Global 
Intra-Solar 
Near World TITLE 
Distant World 
Space Station 
Academia 
Length POSITION 

ACTIVE 

DUT OER 


JWEN 


(CHA+COOL)/2 
round down 


Administration............. a 
Anthrop 


Appraisal 
Archaeo 


Art — 
Astron/Astrophys........ _ 
Biogenetic Proc............ — 
Biogenetic Tech............ — 
BiolOgY no dasictacotnnadantavas —— 
Botany... —— 
CarousSing ac 
Chemistry... — 
Computer Op............... = 
Computer Tech............ a 
Culture 


Damage Ctrl Proc......... 

Def Shield Tech............ 
PCONOGY cxcatnnenchwtvesncecens 
Electronics...............00 
Enviosuit Op................. —s 
GaMİNg. iion — 


PERCEPTION 
(INT+LUC)/2 
round down 


FOCUS 
(INT+COOL)/2 
round down 
Gambling asan — 
Geology iioc —— 
History 


INSEPUCTION .cccciswvseersess 
Lang Galacta 


Law 


Leadership................. 
Life Support Tech........ 
Materials Science,....... 
Mechanics................. 
Medicine 


Meteorology............... 
Negot/Diplomacy........ 
Oceanography ............ 
Philosophy 


PHYSICS <consincneusutedseewa 
Psych 


SCPOUNGE........ccccee sees 
Seduction ii. 


a aa a B 


PERSEVERANCE 


(END+LUC)/2 (INT+LUC)/2 
round down round down 


Shuttle Sys Tech ............ — 
Skorr FISEORY: n.se — 
Skörr LAW secssrniatiiri eS 
Sm Equip Tech s... — 
Sports 


ST Comm Proc............... P 


ST Comm Tech... 
ST Engineering............... —= 
ST Helm 
ST Navigation... = 
ST Sensors... aaan. — 
ST Services 
Stealth/Hide cs cercqnadondees = 
Streetwise aaa. — 
Survival 


Track/ Evade... —— 
Trade & Comm............... ——_ 
Trivia 


Variable-G Op................. 2 
Vehicle Op 


Warp Drive Tech............ — 
ZOOO Veense — 


Skorr Character Generation 


SKORR CHARACTER GENERATION 


Roll 3d10+40 for each of STR, END, INT, DEX, CHA and CooL. | CONDITIONAL 
(Max Cool = 99) For LUC and PSI, roll straight percentiles (d%) | BONUS POINTS 


(Max LUC & PSI=100). Apply the appropriate Modifiers below. | Roll d%/e rd 
1. No more than 


3Opts to one 


Note: No Attribute may modify below 01. 
Modifiers STR END INT DEX CHA COOL LUC Posi 


Attribute 
Skorr +05 -05 +05 -10 -153 -30 95 No Att may 
Aurelian -10 +05 -15 -15 -30 rise above 
Maximums STR END INT DEX CHA COOL LUC PSI Species Max. 
Skorr 109 94 99 104 89 89 80 70 3.PSI may not 
Aurelian 104 89 99 104 94 84 85 70 Se eae 
SKORR AND AURELIAN PHYSIOLOGY AND MEDICAL NOTES Critical Age is 50 
BROKEN BONES TALONS AND BEAK DAMAGE 
1 in 10 hits may break a bone causing On a successful Hand-to-Hand To-Hit roll, 
1d10 additional damage and useless an Aurelian rolls against their LUC once to see 
limb. Rib hits reduce current AP by HALF. if they land a bite for an additional +5pts dmg 
to target and LUC again to score Talon dam- 
A second rib break reduces available AP age. That’s up to +10 above STR (+skill bonus) 
by ALL and total, physical incapacitation. per Turn. aiia is not applied again to this.) 


AP COSTS 

Launch All, min 5 

Land All, min 6 Head wind 
Hover All, min 7 Tail wind 
Hopping 1 per 3sq Side wind 


On-Wing 1 per 5sq Turbulence 
Hi-Alt Soar 1 per 10sq |Swells, Thermals * 
Dive Bomb Free *can be for or against 


Grapple Per Normal] Density, Lt/Hvy* 


AP COST EXPLANATIONS 
No amount of thinking will Take off, eh? Vertical as- wings to increase speed 
cover the scenarios you cent counts both as climb- beyond terminal velocity. 
and your creative players ing and running with one AP movement costs are 
will come up with. Nope. mod or the other invoked. half and any physical dam- 
An ascent of 30°-60° age is doubled. 

counts as running or 
climbing without a penalty. 


One given is that combat 1°-29° invokes both penalties. 
and many other skills pre- 


sume aerial training as a 
condition of learning. 


Consider these thoughts 
as guidelines for testing. Agility. As the rules do not 
count the amount of space 
required to slow from a 
Landing can be soft or full speed run, these rules 
hard, fast or slow, the AP allow for similar maneu- 
cost remains the same verability from turning, 
with method relegated to stopping, full speed, etc. 
situation or dramatic flair. 


Whether many small flut- 
ters or few big swoops, 
wing frequency is not con- 
sidered in these tables. 


Altitude benefits and limi- 
Falling can be mitigated tations per Gm Discretion; 
against at GM Discretion, the various parameters of 
If either wing is damaged, getting there, time taken... 
spiraling can occur for 


Combat squares are now 


considered as cubes. One : 
Weight Allowances 


sq up, down, forward, gouyble-damage on impact. 
back, side-to-side per 1 q p For wp to every quarter: 
AP. Upwards movement The big difference between percentage additional body 


weight carried (rounded 
down), multiply AP costs by 
1.25, 1.5, 1.75, 2.0, 2.25, etc. 


as standard climbing mod falling and diving is intent. 
with 1/2 fatigue invoked. Diving uses the body and 


Background Schooling 


Roll INT/10 rd 
on each set of tables. 


Personal Education 
Art (s) Archaeo (s) 
Carousing Astron/ Astro 
Gaming Elec 
Instruction Lang (s) 
Sports {s} Mechanics 
Surviv (s) (sciences) (s) 
Veh Op (s) Skorr Law 
Trivia (s) Sm Eq Tech 
Trade& Comm 
Variable-G 


You may take multiple rolls in any skill{s). 
You may petition for skills not on these lists. 


Every Skorr has the skill, Philosophy, Alaar 25. 


COLLEGIATE TIMES 


Pick a Profession 

Anything existing today or in the future. If it’s sim- 
ilar enough to an existing table of skills found else- 
where, use those: i.e. Starfleet Engineering, 
Science, etc. 


Basic Curriculum (High School /Tradecraft) 
With the GM, devise a 150pt pool of skills to 
distribute among on the following condition 
that one increment be 35 and the others be 
any mix of 15’s and 10’s each. * 


Advanced Curricula (College/ University) 

With the GM, devise a 200pt pool of profes- 
sion-specific (College Major) skills distributed 
40, 30, 25, 20, 20, 15, 15, 15, 10, 10 increments. * 


Accelerated Curricula (master’s/PhD) 
Available to INT 80+. With the GM assign 100 ad- 
ditional points in any combination of 10 and 15 point 
increments to your Advanced Curricula skills. 


With your Professional Skills added, 
Roll 10d10 for additional Professional 
skill points. Once done, roll 1d10 per 
full 10pts of INT. Rolls may go to any 
skills, new or old. 


Medical Doctors 
Skip Basic Curriculae, entering 
‘College’ after 3yrs Medical School. 


Registered Nurses 
Skip Basic Curriculae, entering 
‘College’ after 2yrs Medical School. 


Medical School 

Doctors get Medicine (Skorr) 40 and 
100pts amongst the table below. 
Nurses get Medicine (Skorr 25) and 
75pts on the following table. Points 
may be combined. Nurses with Med 
(any) 40+ are Doctors -take care! 


Biology (Skorr) 
Botany 
Chemistry 
Culture (s) 
Ecology 

Enviosuit Op 

Life Support Tech 
Medicine (s) 


Note: Psychologists would take Psych, 
Skorr @ 40pts & 25pts respectively. 


Oceanography 
Physics 

Psych (s) 

Sm Eq. Tech 
Variable-G Ops 
Zoology 

Custom Specialty 
GM Discretion 


*You may not split individual 
point totals, but may combine 


them if put into (s) skills such as 
Art (s), Culture (s), Language (s) 
etc. Combining two Art (s) 15’s 
becomes one Art (Total) 30. 


What’s the difference? Points 
assigned to (s} cannot be split. 
Points assigned to (Total) can be 
split in any way desired. Art (s) 
15 Is 15pts to one specialty. Art 
(Total) 30 can be one specialty at 
3Opts or up to thirty specialties 
at 1pt each. You choose. 


uoIgeuaUuay vaqIeUeY JJOoyS 


Skorr Character Generation 


Career Tables 


The Who, What, Where, When and How Well you did. 


Roll 1d10 with the following modifiers. == # Term Mods 


This is the number of Terms served prior 
to the game. Mark the number on your 
sheet and for each term, repeat Steps 
1 - 3. Consult GM if you wish to roleplay 


Newbie +0 
Early-career +2 
Mid-career +4 
Senior-career +6 


a more senior or greener character. 


1 Assignment Posting 
01-12 Local 
13-24 Continental 
25-37 Global 
38 -50 Intra-solar 
51-62 Near World, (1d10/2) ly 
63-75 Distant World, (1d10/2)+5ly 
76-87 Space Station 
88 -OO Academia 


p | For each term, roll 1d10/3, 
round up or down. This equates 
to years spent at each posting. 


3 Finally for each term, roll Efficiency on the next table. This may override your 
next posting. Be sure to note the 2-letter Efficiency Rating on your sheet. 


Rating Result Efficiency Modifiers 


EXemplary <10 Choose Next Assign INT mam 
OUtstanding 11 -25 Stay at Current Assign 65-74 -05 
AVerage 26-80 Roll Assign per Step 1 LUC FAG); ces (8) 
POor B+ Roll Assign, -20 modifier 60-69 -05 


Efficiency can be averaged over the Term for more exacting ideas. Example: A PO three-year term 
could not have been all bad could it? One EX year can easily be flushed away by a big pile of PO. 


LIFETIME SKILLS 


Accumulated Learning Experience 

Every year of Terms served gets 1d10 skill rolls. 
To this number, add the following modifiers. 
These rolls may be put into any skill, new or old. 


Modifi Additional Boll 


INT 90+ 3 
70 - 89 2 
60 - 69 1 
LUC g0 + 3 
70 - 89 2 
60 - 69 1 


- FINALLY - 


What’s your Name? What’s your Weight? Height? Eye and Plumage color? 
Anything else we're forgetting? 


Star Trek: The Role Playing Game’ 


Jack Photon’s 4.0th Fantaversary Revision 
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Character Generation Extracts 
for easy sharing and minimal printing. 


21st Centur 


“To explore atrange new worlda. 
TO gegek out new lire and mow eivilizaciong. 


To boldly go where none o'gone afore.” 
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